Martian Motors 


By ShadowDragon8685 


Because let's face it, “Mars Buggy” and “Groundcar” just aren't enough options. These will be grouped by manufacturer. This document contains non- 
generic, specific vehicles unique (more or less) to Mars. 


Important Notes 

| will be giving two values for “Maximum Velocity.” The first is the “cruising” speed one of these vehicles reaches when a driver is not particularly 
interested in pushing the vehicle hard; this can be considered “Highway Speed,” and is the maximum value it is safe to operate the vehicle at. (Whether 
or not it is lawful to operate the vehicle at this speed is another matter, and don’t expect to reach these speeds over rough terrain, if a groundcraft) 
The second will be “flat-out” speed. This is the speed the vehicle can reach with a professional operator behind the wheel, pushing the vehicle to its 
limits for red raw performance. Piloting checks will be required just to operate the vehicle at these speeds. A vehicle could theoretically exceed these 
speeds, to reach its true mechanical top speed, but it would need to be doing so under performance evaluation conditions, with a professional 
performance driver and absolutely ideal test conditions, such as a straight track. 


New Vehicle Mods 


These mods might be applicable to synthmorphs, but probably will not be. 


Dump Bed 

When mass quantities of bulk material need to be moved from place to place, and installing a railhead or using aircraft is not viable or economical, this 
centuries-old adaptation to groundcraft is still the best solution. The vehicle so equipped has a massive dumping mechanism linked to a typically 
gigantic bed in the back, allowing the vehicle to simply dump out the contents of the vehicle by elevating the bed and causing the bulk cargo to slide 
out to the rear. In Terrestrial gravities, the cargo capacity of these beds will often be limited by weight, but in lower gravities like Mars and especially 
Titan, the volume of the bed, which will often resemble a giant hopper or scoop, is usually the limiting factor. Unless you're trying to transport bulk 
ingots of uranium or something similarly extraordinarily dense. [One cost category less than the vehicle, minimum of Trivial] 


Improved Handling 

This is not typically an aftermarket upgrade to an existing vehicle, rather it can be added to a generic vehicle (such as the Mars Buggy) to represent a 
model which has notably better handling than the base model. It can, however, be added aftermarket, by a skilled vehicular engineer. Increase the 
vehicle’s Handling by +10. The gearhead culture may be in critical condition, but it is not dead yet. [Two Cost Categories less than the vehicle, 
minimum of Low.] 


Improved Speed 

Improved Speed is equally likely to be added as an aftermarket upgrade to an existing vehicle as to be added to a generic vehicle to represent a model 
which has notably better speed than the base model. Improve the vehicle's Walking speed by +2m, its Running speed by +5m, and its top speed in all 
categories by +15%. [One Cost Category less than the vehicle, minimum of Low] 


Heavy Bumpers 

This vehicle’s bumpers are particularly sturdy. In any situation involving collision damage, the vehicle is treated as if it had been travelling 10% slower, 
or 16 KPH slower (whichever is greater,) than it actually was travelling for the purposes of calculating damage it takes. Reduce the effective speed 
before any other calculations. This benefit applies only to the vehicle with this mod, and not to any other vehicle with which it crashes. Heavy Bumpers 
are mutually exclusive with Smart Bumpers. 


Heavy Bumpers do tend to reduce a vehicle’s speed, however, at least in gravity levels above .5 g. This document will not reflect this on vehicles 
equipped with heavy bumpers by default, as most places that such vehicles will be deployed (such as Mars,) have considerably lower gravity than that. 
[Low] 


Smart Bumpers 
These smartmatter bumpers are designed to reduce the impact of a vehicle in a collision, cushioning the initial impact and giving way in a controlled 
manner. They are a safety feature, both for the vehicle and for the benefit of any unfortunate with whom the vehicle may collide. 


Calculate all damage resulting from an impact with smart bumpers involved as if the vehicle had been travelling at a rate of speed 25% slower than it 
actually was going, reducing the effective speed before any other calculations. This benefit applies equally to the vehicle and anyone with whom it 
collides. Additionally, reduce the vehicle's apparent rate of speed with respect to its own damage by either the standard 25%, or 32 Kp/H, whichever is 
greater. (If a vehicle with Smart Bumpers collides with something whilst travelling at 30 Kp/H, calculate the damage the object takes as if the vehicle 
had been travelling at 24 Kp/H, but the vehicle so equipped takes no damage whatsoever.) [Moderate] 


Warmachine Armor 

Warmachine Armor is what you get when you stop pussy-footing around with stuff that a full-auto rail-rifle can put some damage through, and deploy 
military-grade combat vehicle armor. This is the stuff that will make the plasma-rifle wielding Fury who's used to all of her problems evaporating in one 
cooking shot die. 


Industrial Warmachine Armor 
Seldom never deployed inside the Consortium on actual industrial machines for reasons of cost-benefit analysis, Industrial Warmachine Armor is a 
large step up from Synthmorph Combat Armor in terms of kinetic resistance, but doesn’t fare particularly well against energy weapons. The actual way 
it’s installed varies; sometimes it’s just normal industrial kinetic plate applied to excess, giving the recipient machine a very thick, industrial look, 
sometimes it’s the same fullerene armor found in military armor, just less thick, and with less aerogel and diamond-hardening. Note that despite its 
name, Industrial Warmachine Armor is an attractive alternative to Heavy Synth Combat Armor for military designers making very light armored vehicles 
not intended for front-line combat duty, as it costs about the same to deploy, is no worse at protecting the vehicle against energy weapons, and is 
significantly better at protecting it against kinetic impacts. (Example: Armored car used to transport VIPs and soldiers in non-hot combat zones, 
budget APCs.) 


Industrial Warmachine Armor adds +16/+24 armor to your vehicle or super-heavy synth. [High] 


Light Warmachine Armor 
Light Warmachine Armor is the greatest level of armor protection which was applied to any flight-capable vehicle ever deployed on Earth and not 
equipped with a metallic hydrogen rocket. It is a suitable level of protection for APCs, IFVs, and similar support vehicles which you do not intend to put 
in a place to be fired upon directly by any main-line combat unit. It’s made of the same stuff Battlesuit armor is made of; diamond-hardened fullerene 
nanotube shells with aerogel underlayers, only more of both. Infantry Fighting Vehicles and Artillery units are the sort of thing that would get this level 
of protection. 


Light Warmachine Armor adds +22/22 armor to your vehicle or super-heavy synth’s innate armor. 
Cost: Expensive (10,000+) 


Vehicle Weapons & Weapon Mods 


Consult The Book of Armaments. 


Elysium Defense Foundry 


For a brief few years as Mars was was being settled, everything was peaceable, with no troubles greater than ordinary criminality, but it couldn’t last. A 
group of Martian oligarchs quickly realized that their entire business plan revolved around shamelessly exploiting non-free labor - at the time, 
indentured criminals, though they correctly foresaw a time when people emigrating to Mars as egos were so desperate for bodies that they'd sign 
themselves into slavery. 


Rather than do the right thing and revise their business model to be less horrifically exploitative, they did the properly dystopian thing and founded an 
armaments company to provide weapons for their overseers to enforce their peace at the barrel of a gun. EDF's factories were built into the foot of 
Elysium Mons, about 180 kilometers from the city of Elysium, and they manufactured everything from small arms to VTOL gunships. By far, however, 
the majority of their work was put towards filling the seen-as-pressing need for military armored vehicles. 


EDF was unfortunately founded without much in the way of expert military and defense system designers, and most whom they made offers to spurned 
their advances, preferring to remain on Earth. Those that did come were a smattering of motor-pool savants rather than professional engineers, 
second-rate engineers, and uninnovative types who had found no career advancement on Earth. 


Against the odds with that kind of talent pool, EDF created a perfectly serviceable selection of military vehicles which were certainly tough enough and 
well-armed enough to put the fear of them into would-be radicals, but they suffered from a very bad case of engineering to fight yesterday's war. When 
the war of the day after tomorrow came to Mars during the Fall, these weapon systems fared as well as prawns in a blender whenever they were 
deployed against TITAN warmachines. Adding a death-blow to injury, at some point during the Fall, the entire factory complex was destroyed in a 
massive series of explosions that noticeably altered the geography of Olympus Mons, collapsing the tunnels and burying them under mind-bogglingly 
large amounts of rock. Nobody knows who’s behind this sabotage; TITANs, angry Barsoomians, and Zevi Oaxaca-Maartens (who had long been upset 
that there was a major defense contractor in what he saw as his lands that he didn’t own a major stake in,) are all equally likely candidates. 


EDF didn’t survive the Fall, but their weapon systems were so prolifically distributed that many examples of their products did. Direct Action acquired 
the licenses required to continue providing support for existing products, and on occasion will on-demand manufacture whole units for those who for 
their own reasons require them. Of course, in the chaos of the fall, rather a great many of these weapon systems went mysteriously amiss, 
unaccounted for as either destroyed in action or hijacked by TITAN warbots. 


Between the options of “hijacked unseen by TITANs and lurking in the TQZ” and “Stolen and smuggled to hidden Barsoomian caches,” Martian defense 
planners aren't sure which possibility puckers their waste extraction ports more. 


EDF was a leading pioneer in nanofabricating entire vehicles and weapon systems from the ground up, and so the nanofactoring blueprints for these 
vehicles still survive. Direct Action has copies of course, which they acquired after the Fall, but they've kept it a very quiet fact that because they saw 
these blueprints as old and outdated, they didn’t keep as tight an eye on them as they did with other milspec blueprints, and copies were stolen by 
unknown parties in 5 AF. They haven't hit the open mesh, but where those blueprints are is worrying. Even outdated military armor is a devastating 
overmatch against paramilitary forces and unprepared militias, and it could be a major disaster requiring a full-scale deployment of military units to the 
surface if some radical group deep in some cave complex is manufacturing heavy armor to arm radicals, terrorists, or criminals. 


EDF vehicles are no more or less complicated to modify or repair than any given, generic vehicles, assuming you can source the parts or are a 
mechanical genius capable of reverse-engineering them. They were among the first generation of heavy vehicles and synths designed for from-the- 
ground nanofabrication, however, making any sort of construction or repair process involving traditional tools quite time-consuming. Extend any time- 
frames resulting from the use of manual labor (in this case, “manual labor” includes automated but traditional factory robotics) to repair or build an 
EDF vehicle by 50%. On the other hand, taking a cue from the then-established Ultor Motorworks - and hoping to jump in on a niche before Ultor itself 
recognized the gap in the market and filled it themselves - these vehicles were designed with extreme reliability and robustness in mind, and for the 
most part eschewed fancy smartmatter. As a consequence, these vehicles can be manufactured largely just by shoveling regolith and some ore into a 
recycler. 


The directors of the EDF went with a dinosaur-themed naming convention for their military vehicles, but this almost never caught on outside of the 
company. The grunts were generally either too poorly-educated or too macho to use complex, scientific-sounding names, and the units they sold these 
vehicles too preferred to use their own designation schemes in-house. By 10 BF, even the EDF had stopped marketing these units with their own names 
at the lead, using the generically-accepted names primarily, with the official name as a subtitle. 


One of the biggest flaws of EDF armored vehicles was their comparatively light armor. They were always intended to deploy against insurgents using 
whatever scraped-together weapons and vehicles they could get their hands on, to shock and awe them with tanks and heavy armor, or against similar 
models deployed by other city-states, quite possibly even the exact same models. This became a critical issue when the comparatively light armor of 
these armored vehicles was deployed against TITAN warmachines fresh from the grinder of Earth, engineered by superintelligences to smash the 
biggest and baddest warmachines that the Terrestrial armies had. 


One of the things they did right, however, was shamelessly copying Ultor’s hallmark for independent wheel suspension. Though it’s often not visible 
because the chassis is designed to ape normal terrestrial vehicles instead of show off the independant leg suspension the way Ultor products do, 
these vehicles are quite well-suited to off-roading. Ultor, mindful of their precarious situation in trying to push the issue in courts and reeling from their 
legal grapples with Mitsubishi-Komatsu, chose to let the issue pass without comment. They also copied their best practice of deploying non-pneumatic 
tires that were stylized to appear to be pneumatic. All of their vehicles can pressurize with full environmental sealing, and contain life support for up to 
500 hours of air recycling, though they were not engineered with any provisions for waste reclamation or even removal, let alone makers for food, 


unless otherwise noted. 


The driving operations on EDF vehicles are intentionally manual, controlled by hard-circuit steering systems to prevent infowar hijack, as the EDF 
rightly feared it would be a clusterfuck if the very insurgents these vehicles were deployed to threaten and destroy could remotely hijack them and 
steal them. This is the only reason these vehicles enjoyed any measure of defiance against the TITAN warmachines, as opposed to being completely 
pwned and turned against their owners. They do, however, feature an remote gunnery system that allows the driver to operate any and all guns whilst 
driving - or for someone in any other vehicle operator station to drive, conversely. The effectiveness of these systems in remotely operating the guns is 
somewhat limited. Pintle-mounted weapons will automatically aim and fire at the nearest target in a 90 degree forward cone, whilst properly turreted 
weapons can be aimed and fired independently by the driver, whilst driving, in the same complex action. (The driver takes a -10 penalty on any Pilot 
rolls or gunnery rolls he makes if he’s both driving and shooting, however, and mental speed augments cannot eliminate this penalty in stock 
configuration, as the controls are manual.) 


These systems unfortunately were ultimately vulnerable to hacking, but manual cutoffs allow the crew to completely disconnect the auto-targeting 
systems and continue as normal. 


EDF APC “Ankylosaur” 


The “Ankylosaur’” is a truly budget armored personnel carrier, 
equipped with Light Synthetic Combat Armor. Its off-roading and 
handling capabilities are quite good thanks to having six 
independently-articulated suspension legs, six-wheel drive and four- 
wheel turning capabilities. If you want to get troops to a location 
quickly, it’s a good choice, but its armor is unspectacular and its 
durability is similarly lacking in spectacularity. The troops that it 
carries are by far the deadliest weapon this vehicle can bring to bear, 
barring a quick spot of vehicular homicide. 


Nevertheless, it is often (although not always) deployed with a 
pintle-mounted weapon for one of the troops in to operate while the 
vehicle is in motion. The real shame of the Ankylosaur is that it can 
be a perfectly serviceable infantry fighting vehicle with some proper 
armor and heavier weapons; it’s more than capable of bearing 
warmachine armor and the load of an autocannon or laser cannon 
turret, without significant loss of performance. 


A variant hull chassis was developed under an early contract Fa Jing, 
with four non-turning wheels in the back and two turning wheels in the front. The reason for this is not known, as EDF made it clear to Fa Jing that the 
variant chassis would suffer decreased agility (-10 Handling,) with no discernable benefit, but Fa Jing placed the order anyway, and these variant APCs 
were duly manufactured and delivered. Nobody knows what happened to them, but some speculate that Fa Jing was working on a project to convert 
the Ankylosaur into a proper IFV, and for some reason felt they needed four wheels over the rear instead of two to bear the weight of a heavy weapon. 
Critics of this argument point out that the Ankylosaur is more than capable of bearing a tank-sized turret on its rear deck even without moving two of 
the wheels, and that they could have just added two more wheels instead of moving two. 


Standard Equipment 

EDF APCs were produced with powerful lights, radio boosters, Light Synthmorph Combat Armor, and pintle-mounted medium machine guns, though 
many purchasers downgraded the mounted MMG to an LMG so as to share ammunition logistics with already-common automatic rifles, or omitted the 
weapon altogether. The turret hatch remains, however, and the pintle and weapon can be easily affixed. They also featured a rear loading ramp which 
could be dropped to disgorge a squad of infantry. 


Infantry Fighting Vehicle Conversion 

Images of this vehicle have been circulating around the shadowy places of 
Mars, but nobody knows exactly who or what made it. It is, however, quite 
clearly an IFV variant of the EDF Ankylosaur, having replaced its pintle 
mounted machine gun with a dual laser cannon turret and a Laser Anti-Missile 
System. For unknown and assuredly stupid reasons, the gunner appears to be 
stationed half-in and half-out of the hull, operating the main guns manually 
and exposed to incoming fire. It is also notable for having clearly been 
constructed on a Fa Jing variant chassis, and has been up-armored 
significantly. 


Assuming the image isn’t a hoax, or a prop for a trid, it features at bare 
minimum dual laser cannons, an LAMS, and Industrial Warmachine Armor 
(replacing the original Light Synth Combat Armor, for a net bonus of +2 / 
+12). 


EDF Heavy Tank “Tyrannosaur” 


The Tyrannosaur was one of the few cases of EDF vehicles whose design 
name actually gained some traction among the troops, and among people 
who largely hadn't been actual tankers on Earth, it’s easy to see why. 
Compared to just about anything else that existed on Mars at the time, 
the Tyrannosaur lived up to its name; although sufficiently slow and 
lumbering that transporting it was a challenge, the Tyrannosaur boasted a 
mammoth 150mm heavy cannon capable of firing a wide variety of shells. 


Against anything that pre-Fall defense planners believed would-be 
insurgents could scrape together, the Tyrannosaur was unstoppable, with 
armor heavy enough and sufficient durability to withstand several blasts 
from mining charges pressed into military use, and a devastating cannon 
that could take down most vehicles the average angry redneck would 
have access to in one or maybe two shots. A pintle-mounted heavy 
machine gun and coaxial medium machine gun gave it quite adequate 
anti-infantry capabilities, and were capable of demolishing light vehicles 
and synthmorphs by themselves. It used armor which was heavy by the 
standards of Elysium Defense Foundry (and by extension, Mars,) and the 
Tyrannosaur would have acquitted itself with flying colors in the Earthly 
battlefields of the early 2070s. Unfortunately, it was designed in 2088, on 
Mars, where the absolute lack of any real combat tests led to it being not significantly upgraded by the time of the Fall, forty years later, where the 
Tyrannosaur’s reputation as the unstoppable Fist of Mars was sadly proven to be nothing but wishful thinking and overconfidence in the face of TITAN 
warmachines. It didn’t prove itself a complete push-over, especially in the open-plain battlefields in which main battle tanks are king, but for every 
TITAN warmachine that was crushed under the Tyrannosaur’s treads, two more popped up out of the Martian regolith, and the Tyrannosaur didn’t even 
manage to give as well as it got. 


It has a standard crew of 3; one driver, one turret gunner in control of the cannon and the coaxial, and a third soldier operating the pintle gun. As with 
all EDF vehicles, however, it can be operated by one operator alone. 


Standard Equipment 

The EDF Tyrannosaur fields a Heavy Artillery Cannon with a coaxial Heavy Machine Gun, and a pintle-mounted medium machine gun for an operator in 
the hatch to fire. It features Industrial Warmachine Armor, a Radio Booster, vehicular sensor arrays including Enhanced Vision, Lidar and Radar to 
navigate under poor visibility conditions, and full life support accommodations, including waste reclamation and food/water synthesis, for a crew of 
three for one week (though they will find it very unpleasant,) and indefinite air recycling. 


EDF Heavy Truck “Triceratops” 


So named for its heavy armor, great durability, the three-seat cab, and 
fact that it was designed from the beginning to be an armed transport 
truck, the Triceratops is the only one of EDF’s heavy vehicles which 
was ever marketed to members of the public - though of course, 
private parties couldn't acquire it with the gun, naturally. 


The Triceratops is an articulated lorry, with six driving wheels 
supporting the trailer, and four driving and steering wheels under the 
cab. It’s very reminiscent of the design decisions behind the Ultor 
Mine Master, featuring large wheels on articulating, independant legs, 
massive generator behind the cab, and a heavy, reinforced bumper. 
Versions of this truck with flat beds were used to transport EDF armor 
units, to haul materiel, and to transport large quantities of soldiers. It 
was one of the most widely-produced EDF vehicles, being sold not 
only to militias, but also to private parties and corporations who 
needed heavy, armed transport capabilities. 


Although rarer than Ultor MineMasters, and rarer still in private hands, 
Triceratops is particularly prized for being converted into a Maker's 
caravan; the existing box is suitable for use as-is without needing to be custom-fabricated, and the preexisting pintle hardware greatly simplifies the 
process of arming it. Additionally, the cab seats three, unlike the Mine Master's one-man cab, and is quite roomy and comfortable for those three, 
making it a pleasure to drive even without rebuilding the cab. The Triceratops sees a lot of use today with small armed transport companies hired to 
take loads of cargo into areas where there is a potential threat from outlaws, and most militias who have them still use them for logistics duty, much 
to the consternation of hypercorps who really would rather sell them a whole new truck. 


The box bed in the back is versatile, capable of hauling a great amount of cargo, or up to twenty soldiers ready to deploy, leading to it occasionally 
being pressed into the role of an APC. 


Standard Equipment 

The Triceratops rolled off the factory with Industrial Armor, a pintle-mounted medium machine gun, powerful headlamps, a radio booster, an in-cabin 
Maker and recycler sufficient to provide food for the crew for a week and air recycling indefinitely. (Though you do have to get out of the cab to make a 
deposit in the waste recycler, something which those who stay in the cab are usually grateful for.) 


EDF Light Tank “Allosaur” 


The baby brother of the Tyrannosaur, the Allosaur is more of a medium 
tank than a light tank/IFV, but because it was the lightest tank produced on 
Mars, the Light Tank it is. Its cannon is significantly smaller than that of 
the Tyrannosaur, but still enough to put the fear of God and/or private 
militaries into the hearts of any would-be disgruntled indentures. 


On the battlefield, the Allosaur’s speed is something of an asset, as it’s one 
of the faster heavy armor units ever produced, but its light armor and 
undersized cannon don't really allow it to threaten heavy armor. It is more 
than a match for any Technical, however, and as it was intended primarily 
to deal with improvised assets, that was expected to be sufficient. The 
Allosaur also came factory-standard with an LAMS, which greatly endeared 
it to its crew, who felt that shoulder-launched seekers were the biggest 
genuine threat they'd ever face. 


Standard Equipment 
The Allosaur rolled out of the factory with a Light Artillery Cannon and coaxial Medium Machine Gun, a Laser Anti-Missile System, and a vehicular 
sensor suite including (but not limited to,) Enhanced Vision, Lidar, and Radar, and it was clad in Heavy Synth Combat Armor. A pintle-mounted MMG 
could be added as a factory extra. 


EDF Rocket Artillery 
“Mjolnir” 


The last vehicular product produced by Elysium Defense 
Foundry, this Rocket Artillery unit is the only one of EDF's 
vehicles not to feature a dinosaur name. It is based on the 
same chassis as the Tyrannosaur, but with an entirely new 
turret and weapon system; it’s significantly less armored, but 
reduced weight allowed the existing drive-train to keep pace 
with EDF Light Tanks. 


They named it after Thor’s hammer. This tank fires gigantic 
rocket Seekers that ignite metallic hydrogen motors that give 
them both incredible range and incredible warhead sizes. 


Mjolnir was the only unit fielded by the Martian militias in 
combat against the TITAN warbots which achieved a positive 
kill:death ratio, primarily thanks to the fact that if these 
rocket artillery units were seeing incoming fire, something 
had gone very, very wrong, and they could take out targets 
from hundreds of kilometers away with spotters. (EDF Rocket 
Artillery units saw rather more incoming fire than their crews 
would have liked, since the Fall went very poorly on Mars until the strategic weapons were deployed.) 


Mjolnir is still in service with those Martian militias who feel the need to maintain a rocket artillery unit or division. Its controls, although antiquated, 
are quite resistant to hacking, since any rocket launches or vehicle mobility requires manual operation. 


Mjolnir features a clever dual-use rocket pod system, with each pod capable of holding either three light artillery seekers, or one heavy artillery seeker. 
The launcher/containers for these pods were interchangeable, and simply slid into the pod from the front, allowing for quick reloading or rearming in 
the field. It was not unusual for the vehicles to be deployed ahead of logistics, with three heavy artillery seekers on one side, and nine light artillery 
seekers on the other. While it can be fitted with the same pintle-mounted machine gun other EDF vehicles are commonly fitted with, the position of the 
launcher pods limits it to a forward field of fire, albeit forward in relation to the turret, which does retain 360 degree rotational capability. 


Not all of the EDF Mjolnirs that were manufactured were accounted for after the Fall, and it is known at the highest levels of Martian and Consortium 
military planners that some of those which went mysteriously amiss were armed with strategic Heavy Artillery Seekers. This is one of the few cases 
where “suborned and eaten by TITAN machines” is the better outcome, since they’ve always known that TITAN warmachines could go strategic if they 
wanted to, but one of these being discovered abandoned in a cave by true Barsoomian radicals could be an absolute disaster, given the Heavy Artillery 
Seeker’s capability of hitting targets anywhere on or in orbit of Mars... Or simply the possibility that the warhead might be dismounted and used as a 
backpack nuke. 


Standard Equipment 

The EDF Mjolnir fields six giant Seeker Pods, and features practically no armor whatsoever. (In game terms, its armor rating of 20 is its natural synth 
base armor, the same base most EDF vehicles have.) It has a Radio Booster, vehicular sensor arrays including Enhanced Vision, Lidar and Radar to 
navigate under poor visibility conditions, and full life support accommodations, including waste reclamation and food/water synthesis, for a crew of 
three for one week (though they will find it very unpleasant,) and indefinite air recycling. Its Lidar emitter doubles as a laser designator for those 
Charlie Foxtrot moments when it has to deploy its ordnance in direct fire mode. 


Rocket Artillery 
Each of the Mjolnir's six pods can be loaded with a seeker rack pod. Each pod can hold either three Light Artillery Seekers, or one Heavy Artillery 
Seeker. 


Mjolnir can fire any two identical Artillery Seekers (whether Light or Heavy) as an Explosive Burst, or any five (subject to the same restrictions) as 
Explosive Full-Auto, or possibly even greater rates of fire if it has enough identical Seekers loaded. It may have been an EDF Mjolnir which launched the 
nukes that flattened Quarain in the opening stages of the Fall on Mars. 


EDF Scout Car 
“Velociraptor” 


The Velociraptor is another one of those vehicles for which the 
official name (or rather, the shortened version of the official 
name, “Raptor,”) caught on. A two-door, four-seat armored 
sedan with a pintle-mounted medium machine gun, the Scout 
Car is capable of chasing down anything on wheels on the 
surface of Mars short of an Ultor Dune Devil or a civilian 
supercar. For these reasons, and the fact that it’s still quite 
sturdy and well-armored compared to most civilian vehicles, it 
is still used as a highway interceptor by Martian police 
departments. 


The Raptor was also sold (unarmed, of course,) to private 
parties, as well as (naturally) to armed escort/transport 
services and to minor PMCs, and was EDF's single best-selling 
vehicle for the duration of the company’s lifetime, so much so 
that Direct Action still has this vehicle in active, if small-run, production, five decades after it was designed. “They just don’t build ‘em like they used to” 
literally doesn’t apply in the case of the Raptor, which is beloved as everything from an expensive grocery-getter by the well-off but not wealthy 
flatlander with a somewhat militant bent, to a highway interceptor, to nomad outriders, to bandit raiders. Knock-offs are common, since unlike most of 
the EDF blueprints, this one did leak to the mesh and before the Fall at that; typically, knock-off shops will produce the same chassis with a redesigned 
exterior, and since the design is so old, and the design publicly leaked, Martian courts typically will dismiss the case after a very cursory external 
examination. 


Because the blueprints leaked everywhere on the mesh, the EDF Raptor can be found everywhere gravity and knock-off shops or non-copyright- 
respecting folks are to be found; from the surface of Mercury to the surface of Titan, to exoplanets and beyond. It’s particularly loved, ironically, by 
anarchist gatecrashers, because you can build one from scratch in a garage-sized nanofabricator just by shoveling a lot of dirt, and an EDF Raptor is 
usually one of the first things any semipermanent or permanent anarchist settlement on a body with sufficient gravity will manufacture. The Raptor is, 
without a doubt, EDF’s most successful product. 


Standard Equipment 
The EDF Velociraptor came off the factory line with powerful headlamps, a radio booster, a Heavy Bumper, Industrial Armor, and a pintle-mounted 
medium machine gun. (Unlike other EDF vehicles, the Raptor's base armor is 12, not 20.) 


Titanian Carbon Raptor variant 
Engineered three years after the demise of the EDF hypercorp, the Carbon Raptor is an example of what happens when something isn’t engineered for 
fiscal economy, and instead the designers just go hog-wild with carbon because they're literally walking on the stuff. To get a Carbon Raptor: 


@ Add Cryonic Protection. Any and all passengers benefit from this as well whilst inside the vehicle. 

@ Replace the Industrial Armor with Heavy Synth Combat Armor (+6/+6 armor ratings,) and replace the Heavy Bumper with Smart Bumpers. Add 
Structural Enhancement (+10 DUR/+2 WT). 

@ Leave off the machine gun, obviously. (Unless you really, really want one.) 

@ Add the Improved Handling (+10 Handling) and Improved Speed (+2/+5 Walking/Running pace, Cruise and Flat-Out Chase speeds increase to 
184/299.) 

@ Augment the vehicle with a vehicular sensor array, granting the occupants 360-degree Enhanced Vision (w/anti-glare) and Hearing with the 
ability to focus like Viewers, Radar, Lidar, electrical and radiation sense, and a T-ray smitter. 

@ (Optional) Add a sound system. 

@ (Optional) Add an additional Mobility System. Hovercraft and Amphibious operations are both popular, but Carbon Raptors have been made 
with everything from internal rockets (allowing the vehicle to achieve Titanian orbit and dock with orbital platforms,) to Tracks to Thrust 
Vector systems to ornithopter wings. 

@ Add some equipment: A small recycler, Maker for food, and a 10-litre capacity Cornucopia Machine are common. Some contain cryo-resistant 


pressure domes that deploy from and retract into the back, for the occupants to sleep in and take breaks in, whilst out in the wilderness. 


EDF Staff Car 
“Utahraptor” 


The EDF Staff Car “Utahraptor” was designed to fill the 
niche of a convoy vehicle that needed to be heavier than a 
Velociraptor and yet still quick. It follows the same general 
design of being a militarized road-car design, but the 
Utahraptor is larger and heavier, with six rows and four 
doors. It can seat six, with two seats behind the middle 
row, or the rear area can be used for cargo storage. In 
some instances, the rear and middle rows were removed to 
make room for a healing tank, and the Utahraptor was used 
a field ambulance. 

The Staff Car, as it came to be known, became most 
popular for use as a car for transporting officer and other 
military VIPs hence its nickname of Staff Car. 


as 


EDF's second-most successful design, the Staff Car, like 
the Scout Car, was sold to in great numbers to civilians and 
armed third parties alike. It too survived the demise of the 
EDF in great quantities, and is achieving the status of a classic motor on Mars, like its littler, swifter brother. 


Standard Equipment 
The EDF scout car came off the factory line with powerful headlamps, a radio booster, a Heavy Bumper, Industrial Armor, and a pintle-mounted medium 
machine gun. 


Mercurian Sunchaser 

Although the blueprint for the Utahraptor didn’t publicly leak, with the blueprints from the very related Velociraptor having leaked and a great, great 
many resources of the vehicles to extrapolate from, including technical repair manuals for the original, it wasn’t hard for the Titanian outfit behind the 
Carbon Raptor to extrapolate and release their blueprints for a Utahraptor. 


This particular version is produced by anarchistic miners on Venus and traded to anyone who has resources to acquire one with - or, sometimes, 
someone who has enough @-Rep to impress them. It is designed as an outrider for nomadic miners who chase the sun, scouting ahead of the main 
operation; as such, it sometimes has to deal with persons of ill intent, and on rare, messy occasion, something unpleasant will surface out of Caloris 
18 and need to be dealt with. Firewall Sentinels operating on Mercury have been duly impressed with this vehicle. 


The Sunchaser is visually recognizable as a version of the EDF Staff Car, but has equally obviously been radically altered. The windows have been 
omitted, replacing them with armored body-plate, and the roof has been raised to accommodate both the crane arm and the turret, and it is usually an 
exceptionally-high albedo silvery color to aid in thermal cooling. They retain the 500 hours of air life support capability of the base vehicle, but no 
provisions for biomorph waste reclamation have been made in most of them, keeping them reasonably tethered to a base camp or base vehicle, 
though in some cases and situations they can quite easily hop from settlement to nomad caravan to settlement. Of course, if the vehicle is manned by 
synthmorphs, this problem goes away. 


@ Rig the vehicle for full autonomous operation, including the gun mount. 
@ Equip the vehicle with Extreme Heat Shielding, Structural Enhancement, Improved Speed and Improved Handling. 

©. Handling becomes +20. 

O Speed becomes 8/29, Chase Speed becomes 130/162. 

© DUR becomes 193. WT becomes 38. 
Equip the vehicle with radiation shielding, Medichines, and Nanophages. 
The gun mount becomes an External, Articulated gun turret mounting a Rail HMG at minimum. The hatch is lost in this conversion. 
The armor is replaced with Light Warmachine Armor, granting a total armor of 42/42. Most would consider this heavily excessive for a vehicle 
of this size, as it would actually make the car better able to resist incoming fire than the EDF Tyrannosaur. Those who have been inside one of 
these vehicles when it started taking fire think that it’s almost enough armor. 
Augment the vehicle with a vehicular sensor array, granting the occupants 360-degree Enhanced Vision (w/anti-glare) and Hearing with the 
ability to focus like Viewers, Radar, Lidar, electrical and radiation sense, and a T-ray emitter. 
Augment the vehicle with an Extra Limb, with Fractal Digits, Retracting/Telescoping, and Pneumatic Limb upgrade. This allows the persons 
inside to manipulate objects or lift cargo, and even perform some repairs to their vehicle, without getting out. The limb itself is in the form of 
a crane-like articulating limb apparatus, which is concealed inside the roof normally. 
Add the following equipment and make the following modifications. 

@ A Desktop Cornucopia Machine in the back, with recycler hopper that can feed from inside and out. 

© Optionally, also install a Portable Ammolathe. 
@ Optionally, Remove the middle row of seats, and replace them with a table that folds up out of the floor. Modify the driver and passenger's 
seats to rotate around to face this table. You may or may not wish to omit the middle doors in this configuration. 


Elysium Defense Foundry Vehicle Table 


Capacity Speed Wound 
Threshold 
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x Articulated vehicle; very poor handling at chase speeds, but handles reasonably well at Walking or Running speed. 
#« Only at Walking pace. +10 at all other speeds. 


Ultor Motorworks 


The now-defunct Ultor was one of the first pioneering hypercorps to make surfacefall on Mars. Its name was chosen entirely unironically, because the 
company directors were uncreative dullards who wanted a name with relation to the word Mars, and in researching the history of the word, learned that 
“Mars Ultor” was a Roman cult of “Mars the Avenger.” It later transpired that they had chosen the exact same name as was used for a fictional 
dystopian megacorp in a many-decades-old video game called Red Faction, the license to which was still owned by a company on Earth thanks to ever- 
expanding intellectual property laws designed to ensure that the Walt Disney Megacorporation would never see the character of Mickey Mouse slip 
into the public domain. 


That games company offered to settle and grant Ultor the rights to the name for all non-fictional purposes for a very reasonable sum. Ultor responded 
with absolute silence. The company attempted to sue, and Ultor heroically moved their few remaining Earthly assets to Mars, and continued to ignore 
them, thus setting the first example of a hypercorp that moved to Mars to escape government laws. 


That said, although Ultor has, as a company, been defunct since the Fall and had been failing even before then, their name still stands as a brand of 
quality. Ultor Motorworks vehicles are synonymous with rugged, reliable durability, ease of repair and maintenance, and early Martian heavy industry. 
Though the company has been defunct for a decade, the majority of the vehicles they manufactured are still in service, because they are quite frankly 
simply superior to every alternative any other hypercorp has offered since, given that most hypercorps on Mars today would rather sell cheaper, 
flimsier products with planned obsolescence schemes, something which anyone who owns a still-running Ultor vehicle laughs at. 


One of the hallmarks of Ultor vehicles was the lack of axles on any of the personal-sized vehicles; instead, every single such vehicle featured four (or 
more) flexible, independant suspension legs, making them ideal for off-road use. The designs generally predate the widespread adoption of 
smartmatter as a structural substance, which means they can’t self-repair small dings and scrapes the way newer vehicles can, but that also means 
they're much simpler to repair when repairs are necessary. Spare parts for the fleet of Ultor vehicles come from virtually any scrapheap which hasn't 
yet simply recycled its scrap in nanofabricators, and there are successful companies on Mars whose entire business model is to locate and hoard 
working Ultor Motorworks parts and sell them for repairs, to say nothing of countless shady shops and Barsoomians who simply nano-print their own 
parts - or entire vehicles of Ultor design. Given the simplicity of these parts, fabricating usable replacements is literally as easy as shoveling Martian 
regolith into a nanofabricator, and cracked nanofabber plans for these parts were some of the first plans to circulate widely among Martians. Needless 
to say, this infuriates the hypercorps who are in the business of selling new vehicles. 


Ultor Motorworks designed their vehicles to run off a variety of fuels or stationary chargers, but their primary offering was a hydrogen ICE which 
collected its own wastewater (for later cracking back into hydrogen and oxygen,) whilst convecting the excess heat from the process to the 
atmosphere. Ultor Motorworks vehicles were also factory-modified to run off hydrogen fuel cells, high-density batteries, but never the radioisotope 
thermoelectric generators, commonly known in modern parlance as nuclear batteries, that are in vogue today for virtually limitless operational range. 
Converting one of these vehicles from hydrogen engines to nuclear batteries requires a purchase of [One cost category less than the vehicle]. Some 
owners affix nuclear batteries and leave the existing hydrogen generators in place, for added redundancy or mobile power generation. More than a few 
of the isolated temporary shelters in which the Martian governments concentrated poor city-dwellers to die in was saved (or bought time to evacuate,) 
when a Barsoomian with an Ultor heavy truck pulled up, parked, and started generating power for the stranded city-slickers by running the generator on 
their vehicle. 


They were mostly designed to pressurize, but because the company predicted (incorrectly) that terraforming efforts far more extensive than were 
actually deployed would be enacted in the operational lifetimes of the vehicles, they were designed so that the didn’t have to pressurize. It was the 
right move for the wrong reason, as large populations of Rusters and other rural Martians can breathe the atmosphere of Mars, and many of them 
appreciate a vehicle that can both be pressurized and have the windows rolled down. 


Sadly, Ultor became the victim of its own success. Its vehicles were designed to /ast, and last they did. They typically only needed complete 
replacement in the event of catastrophic user error, which often left the user in no shape to replace them, and their design in such a way as to make 
repair and replacement easy meant that most minor to major faults could be fixed simply by repairing the faulty component, or replacing it individually; 
it also meant that if you needed your pickup truck to become an SUV, it had all the necessary chassis attachment points already, and you could just 
swap the body in about half a day in a garage, rather than buying a new truck. 


Because of their age, Ultor vehicles tend to have somewhat antiquated computer systems, widely considered to be vulnerable to infosec attacks, 
though they weren't considered particularly vulnerable when they were programmed. Most owners have since replaced the original computer with an 
ecto or equivalent computer, while others, particularly old-timers who emigrated to Mars the hard way in their original bodies, just completely disable 
wireless connectivity. 


Ultor vehicles never suffer penalties to repairing or modifying them, no matter how damaged the vehicle is and how improvised the tools. If you have 
the parts, a big hoist or two, and the instructions, pretty much anyone who’s more than a rank novice can do it. Even if completely dead according to its 
taken damage, an Ultor vehicle can usually be repaired, though it is often less time-consuming to part the wreck out and acquire a new one. Only 
exceptionally destructive circumstances completely obliterate one of these vehicles. The heavier examples are capable of taking a direct hit from an 
antitank cannon and continuing to run, but probably not two. 


They are also fast, moreso than most people would say they need to be, although this fact does endear them to everyone except cops who have to 


chase one down, but they are not particularly notable for their handling, with one noteworthy exception. Thanks to their articulated individual 
suspension, they can easily navigate obstacles that lesser vehicles would founder upon, and can take quite rough terrain at fairly high speeds. Most 
Ultor vehicles use non-pneumatic tires which have been designed to look like pneumatic tires; a fact which greatly frustrates any traffic cop attempting 
to use spike strips or caltrops to bring these vehicles to a halt. 


Ultor vehicles were not equipped with standard automated controls, and were manufactured with comparatively primitive computer systems. This 
makes it absolutely impossible for a stock Ultor to be hijacked remotely, the most any hacker can do to them is shut them off. Granted that this forces 
a crash test at a -60 penalty immediately if the vehicle was moving at any speed greater than its running speed, but it beats being hijacked and driven 
off a cliff, or used to ram other people while you helplessly watch, or remotely stolen. Most of them will have been modified to allow full Al control in 
this day and age, however. 


The standard equipment lists are those as these vehicles were manufactured. Since the last one rolled off the factory floor a decade ago, most 
examples in use average about 25 years old, and will have been modified to suit the needs of prior owners. 


Ultor CargoMaster 


The Ultor Cargomaster was designed as market competition for 
the Mitsubishi-Komatsu Mars vehicle that ultimately became 
known as the Ultor FlatMaster. It’s a rigid-framed lorry with a full- 
width, two- or three-person truck cab, with six non-pneumatic 
wheels and a big, flat bed. It is smaller than the FlatMaster and the 
Mine Master, and lacks the all-wheel maneuvering capability of the 
FlatMaster, but it’s significantly faster than either of them, 
somewhat more durable than the FlatMaster despite being 
smaller, and has exceptionally fat rear tires, giving it much better 
off-road capability. 


The CargoMaster worries militia defense planners as a potential 
Barsoomian APC, given its speed, ruggedness, and the large 
number of troops it could theoretically carry in an up-armored box 
on the back. They’re right to be worried, because the more militant 
members of the Movement have plans laid to turn CargoMasters 
into exactly that. The CargoMaster can reach a cruising speed of 
100 Kph and a flat-out speed of 160. It’s able to negotiate natural 
and flat terrain at its highway cruising speed, but jagged terrain 
gives it problems, reducing its speed to 40 Kph. [Expensive 
(18,500 cr)} 


Standard Equipment 


Ultor CargoMasters came equipped with Radio Boosters, Industrial Armor, powerful headlamps, and Hardened Bumpers. 


Barsoomian APC 

The Barsoomian APC variant swaps out the Industrial Armor for Heavy Combat Armor (Armor 36/36), adds a pintle-mounted heavy weapon operated 
by the passenger standing up in their seat, typically a Heavy Rail Machinegun loaded with Armor-Piercing rounds (AP -20, DV 2d10+10, BF, FA capable, 
Rail Machine Gun ranges, at least a 500-round capacity,) or a Standard Seeker Rifle feeding from a hopper (Damage, AP, etc, per Seeker type, HEAP is 
popular, 20-round capacity.) The rear cargo compartment has firing ports cut into it so the troops inside can fire their small arms at targets around the 
transport, and sometimes features side-mounted pintle-mount machine guns for gunners inside to operate as well. 


On rare occasion, the Barsoomian APC will feature a remotely-operated Light Laser Cannon in a flexible mount, or a Laser Anti-Missile System in place 
of the pintle-mounted weapon. The LAMS version is quite popular among Barsoomians who fear incoming seekers, both among vehicle crew and 
infantry. 


Ultor Dune Devil 


The last of Ultor Motorworks’ commercially successful 
products, and the first (and only) to be designed 
principally for nanofabrication, the Dune Devil was 
designed once it became clear that a lot of Martians 
were perfectly capable of operating in the open, either 
because they habitually wore breathers, were Rusters, or 
were Synths. The Dune Devil, consequently, was 
designed for that demographic, and marketed to 
everyone from Martian rangers to motorsports 
enthusiasts, to industrial foremen who operated over 
vast territories but didn’t rate an aircraft. 


Greatly resembling a massively oversized dune-buggy or 
quad-bike, the Dune Devil was originally designed and 
sold with an unpressurized but enclosed cabin. Ultor 
offered the pressure seals and air recycling systems as 
optional extras, but most owners actually removed the 
windows and preferred to drive them open-air. The Dune 
Devil featured a crippling low passenger count; just the 
driver, and maybe one or two in aftermarket jump seats 
behind the engine, or someone in a Small morph in the 
driver's lap, or some aftermarket extensive modifications to 
add a passenger seat in a widened cabin. 


This didn’t hurt their popularity, however; their low cost for their size and the qualities Ultor was known for made them very popular private purchases 
amongst the earliest wave of non-indentured blue-collar Martians. Cargo capacity was similarly limited, but most of them features a rack between the 
twin exhausts that one could tie down and tarp over a small to moderate amount of cargo on. 


As with most Ultor vehicles, the Dune Devil makes an above-average Technical as long as actual anti-tank missiles and armaments are not on the 
scene, as they tend to one-shot it. Additionally, they seldom offer the pilot full cover. Although its durability is quite low compared with the Standard, it 
is quite durable compared to its competition in the single-driver personal vehicle, the Cycle, and its speed and handling characteristics are equal or 
superior to the average Cycle. Flat-out it can reach speeds of 290 Kph, and can easily cruise comfortably at 200 over both roads and flat natural terrain, 
whilst being able to take even rough natural terrain at 50 Kph. It is still quite large by comparison with most passenger vehicles, easily somewhat 
larger than the average passenger sedan. [High (7,500 cr)] 


Standard Equipment 


Dune Devils were factory-installed with Radio Boosters, Industrial Armor, powerful headlamps, and Heavy Bumpers. 


Ultor FlatMaster 


Not actually an Ultor product originally, the FlatMaster was originally the 
product of competing industrial equipment concern Mitsubishi-Komatsu Mars. 
The FlatMaster is an eight-wheeled, non-articulated lorry, manufactured as a 
flatbed equipped for accepting modular cargo modules as well as bulk cargo 
strapped down. Although it has twice as many wheels, the wheels are ordinary 
pneumatic tires instead of non-pneumatics, and it’s non-articulated and lacks 
a Heavy Bumper, Ultor cried foul - loudly - at the suspicious similar cab and 
deck-mounted generator arrangement. Ultor and M-K Mars went several 
rounds over the issue in the courts, but the issue was ultimately decided ten 
years before the Fall when M-K Mars became insolvent and wound up forced 
to sell itself off. Ultor generally had the better products anyway, but wound up 
owning the vehicle line they redubbed the FlatMaster, and while they didn’t 
continue to manufacture a competing product directly, they did manufacture 
replacement parts at M-K’s old factories until the Fall rendered the company 
extinct. 


The FlatMaster was always equipped for full automated control. It does not 
benefit from the usual benefits of being an Ultor vehicle. Instead it reaps the 
benefits of being a Mitsubishi-Komatsu, and features all-wheel drive and all-wheel steering, allowing it to maneuver at its walking pace with 
surprisingly incredible agility. The FlatMaster still sees some use as a heavy cargo vehicle capable of navigating in dense Martian cities, and folks who 
happen to have one on hand think it’s a better heavy truck than no heavy truck at all, even if they would probably rather have a Mine Master. 


The FlatMaster makes a relatively poor Technical, but in Maker caravans they often find themselves upgraded with weapons and additional armor for 
defensive purposes anyway. Though they can be converted to a family’s rolling domicile, they’re typically used in nomad caravans for their original 
purpose, as they are already quite capable haulers, whereas the Mine Master would require significant modifications to become a flatbed hauler. The 
FlatMaster can reach speeds of 80 Kph cruising, and tops out at 120. Over natural terrain its performance suffers significantly, with its overland flat 
speed being 64 Kph, being capable only only reaching a safe speed of 32 Kph in rough terrain. [Expensive (30,000 Cr)] 


Standard Equipment 


The Ultor FlatMaster rolled out of the factory equipped with a Radio Booster, powerful headlamps, and a vehicular radar array. 


Ultor Mine Master 


A Very Large, industrial articulated lorry, the Ultor Mine 
Master is a gigantic dump truck with a huge, scoop- 
shaped bed, and a very minimal enclosed cabin with 
excellent lines of sight. The Mine Master is one of Ultor 
Motorworks’ few axled vehicles, and it features a standard 
gargantuan hydrogen engine, capable of pulling a huge 
load up a steep grade, or being used as a mobile power 
generator. Even today, most mines on Mars have a Mine 
Master, often as a backup when newer and less reliable 
dump trucks fail. They are extremely popular choices for 
conversion into mobile living caravans by Makers and 
Sufis alike, as their offroading ability is quite good for a 
vehicle of this size, and their durability and ease of repair 
lends them to handle extended use in the wild. Though not 
strictly equipped for passenger carriage at all, a great 
many people can ride in the bed if they don’t mind an 
uncomfortable ride. 


Mine Masters make poor Technicals, owing to their poor 
speed and agility, despite their high durability and armor 
ratings. However, they are quite potent on the defensive, 
as many would-be marauders attacking a nomad Mine 
Master have found to their sorrow. The Mine Master can make 145 Kph flat-out and cruises comfortably at 80, and can take flat natural terrain 
relatively easily at its highway cruising speed, whilst getting a rough terrain speed of 35 Kph. [Expensive (27,500)] 


Standard Equipment 


Mine Masters were factory-installed with Radio Boosters, a dump bed, Industrial Armor, powerful headlamps, and Heavy Bumpers. 


Maker Caravan (Typical) 

There is no such thing as a “stock” Maker caravan, as these are both home and workplace for up to four transhumans. These are representative of 
what one is likely to find in an Ultor Mine Master converted into a Maker's Caravan. It is very, very dangerous to approach one of these vehicles in 
anger, and the results have been fatal for many fools who thought that some guy travelling in a converted mining truck was easy prey. 


The dumper bed and the dump lift have been removed. In their place is a vast, typically box-shaped caravan body. The caravan is usually capable of 
pressurizing, even if the owner is sleeved in a Ruster. 


The Caravan has been upgraded with nuclear batteries, augmenting the original hydrogen engine instead of replacing it. It’s been up-armored with 
Heavy Combat Armor (36/36 armor), upgraded with a Concealed, Articulated turret containing a Heavy Rail Machinegun loaded with AP and feeding 
directly from a huge ammunition hopper (AP -20, DV 2d10+10, BF, FA capable, Rail Machine Gun ranges, at least a 500-round capacity,) A Shock Armor 
system (anyone touching the vehicle when the owner doesn’t want it to be touched by receives a Shock Attack,) Medichines and Nanophages, an 
onboard computer equivalent to an Ecto, with full Al-operation enabled but able to be disconnected for manual operation at the flick of a switch both in 
the cab or in the caravan, omnidirectional sensors equal to Specs and every possible robotic sensory enhancement, laser and microwave commlinks, a 
chameleon coating, an industrial Spindle capable of producing up to 2km of nanogenerated cable capable of holding up under the force of over 2,000 
tons. 


In addition to the vehicular upgrades, a Maker caravan an be counted on to contain a Desktop Cornucopia Machine or a healing tank (or both,) and an 
advanced food Fabber, a Portable Solarchive database containing unfiltered, uncensored Solarchive data on topics relevant to the Maker family’s 
specializations, small arms used by the inhabitants, a shelter dome, and a significant quantity of feedstock. 


Needless to say, these vehicles are very, very illegal, but the Consortium hasn't gotten around to exterminating them, and probably won't given that it 
might well spark the revolution. For the friends of the Makers, the sight of these caravans on the horizon is a welcome relief. Those who bear them ill 
will are well-advised to give them a very wide berth. 


Ultor Minihauler 


The Minihauler is arguably Ultor’s most successful product, 
going by the metric that a variant of it is still in active (legal) 
production by a small manufacturing concern called Personal 
Wheels. When the chaos of the Fall was being sorted out and it 
came to light that nobody who was still instantiated or had any 
backups recoverable had any owning interest in Ultor, the 
hypercorp was carved up. Other hypercorps with vehicular 
concerns bid fiercely on Ultor Motorworks’ products, simply to 
take them out of circulation so their own heavy vehicle lines 
could gain some traction. All except the Minihauler, which they 
didn’t feel threatened by. 


The Minihauler is an industrial personal mobility vehicle, which 
is seemingly an oxymoron, but it can also be likened to ultralight 
agricultural and industrial vehicles, in which purpose it is 
certainly applicable. 


As with all Ultor Motorworks products, the Minihauler has four 
articulated independant suspension limbs, though the rear two 
haven't got much room to travel. It has a reasonably spacious 
pressurized pod-cab for one occupant, and a small pickup-style 
bed in the back onto which cargo can be stacked. Despite its small size, it can haul significantly heavy loads, though not very volumetric ones. Or a 
person can ride on the back. It was frequently deployed as a pilot vehicle for larger, more cumbersome vehicles operating at slow speeds in poor 
visibility. 


Unlike most of Ultor Motorworks’ catalog, the Minihauler was never seen as a viable candidate for conversion into a Technical; while you could, if you 
were desperate, mount an HMG on one, its lack of durability and armor compared to other Ultor products make it a very poor choice in such a role, 
although its small size does raise the slight potential of being deployed in such a role inside cave systems and cavernous facilities, where larger, more 
threatening vehicles cannot reach it. It can only operate at the slow speed of 30 Kph, but can generally make this speed over any terrain that isn’t 
outright impassable to the low-slung, slow vehicle. [Moderate (1,250 Cr)] 


Standard Equipment 
The Ultor Minihauler comes equipped with powerful front headlights, flashing warning lights, and a Radio Booster. Industrial Armor and Heavy 
Bumpers were offered as optional extras. It’s considered rugged for a PMV, but that isn’t saying much. 


Ultor Standard 


Named the “Standard” because Ultor wanted to see this 
vehicle become the most iconic vehicle on Mars, Ultor 
succeeded. The Standard is a superheavy 4x4, a monster 
truck by Terrestrial automotive standards, with running 
boards waist-high on a tall man and a commandingly high 
driver's seat. The Standard is favored by everyone from 
Martian Rangers to Barsoomians to the Nomads of the 
wastes. They came in a lot of versions; crew-cab and 
standard-cab pickups, and sport-utility were the most 
common, with handy-sized dump-truck and wrecker being 
the next most common variants. The ambulance variant is 
still used all over Mars, even in the cities where most other 
vehicles this size seldom tread, simply because their height 
and mass gives them the edge they need in a gridlock. 


These trucks come in a number of trim levels; some 
versions even featured bench seats capable of easily sitting 
three men abreast. An SUV version with bench seats in all 
three rows can easily seat nine on the benches and another 
one or two in the remaining cargo area. Most of them, 
however, featured bucket seats and two to a row. And, of 
course, if the people in the back can breathe the Martian air 
have suits and masks, they can always just ride in the bed 
the pickup versions. Some of these were manufactured as 
industrial people-movers, with two long bench seats behind 
normal cab. 


or 
of 


The ruggedness and durability of the Ultor Standard is legendary, and comparable to lightly-armored military vehicles. This fact does not endear the 
Standard to any militia, who fear that Barsoomian-modified “Technical” versions of the Ultor Standard would be far more fair a fight than they wish to 
have. Ironically, when underfunded, many of these same militias turn to this exact solution themselves, as procuring an Ultor Standard and fitting it 
with machine guns is far more economical than a dedicated military-specification vehicle of comparable performance and durability, and has in every 
non-rigged field trial performed at least as adequately, if not moreso, than the offered military vehicles. 


The Standard has a flat-out speed of 200 Kph, and can reach 145 comfortably on a good highway with a good driver. Off-roading in good conditions it 
can easily make 120, and can do up to 45 in jagged terrain. [Expensive (15,000 cr.)] 


Standard Equipment 
Note: Some owners ordered theirs without some features, particularly the Heavy Bumpers, which were often omitted to save a few hundred hundred 
credits on the purchase price. 


Nuclear Batteries were never a factory option, and must always be an aftermarket add-on. A Standard requires four small Nuclear Batteries and some 
powerful normal batteries and supercapacitors to replace the standard hydrogen engine, cumulatively a [Moderate] purchase. Most of the Standards 
operated by those who spend significant time in the wilderness will have nuclear batteries already, whilst those still in industrial and oftentimes in 
Barsoomian use will still have hydrogen ICE. 


Ambulance 
The Ambulance version is a factory variant (and sometimes an aftermarket 
conversion) of the SUV. It features stair-like running boards to allow easier 
access to the cabin, garish, attention-getting medical markings, typically all 
of paint, holographic and AR, attention-getting lights and sirens appropriate 
to the location is it used in, and the long rear of the vehicle contains medical 
supplies and space for a patient to be laid out flat. Some of these are fitted 
with robotic armatures capable of working on the patient while in transit, 
reducing the need for transhuman paramedics equivalent to a Dr. Bot, while 
some alternatively, or additionally, feature a full-sized healing tank in the 
back, which can be rolled off the ambulance and wheeled in to a hospital, 
while a fresh tank is loaded. 


Pickup and SUV versions 
Ultor Standards were manufactured fairly bare-bones, by default. They featured Radio Boosters, Heavy Bumpers, Industrial Armor, powerful headlamps, 
and a pressurized cabin with air recycling systems that could last two weeks in the wilderness assuming the vehicle in question had operational 
lifespan that long (or refueled.) 


Ultor Motorworks Vehicle Table 


* Only at Walking pace. +0 at all other speeds. 


XR Motor Vehicle Company 


The XR Motor Vehicle Company is a subsidiary company owned half-and-half between Experia (the X in the name) and Rittermark (the R in the name,) 
and as such is a wholly-owned subsidiary of Zevi Oaxaca-Maartens. 


XRMVC is a comparatively new firm, having been established in 8 AF to branch out into motor vehicles. For now, they only produce stylish, mostly 
cheap groundcars for the desperately-wants-to-be-somebody Martian, but there is (not unfounded) speculation that the XRMVC is getting itself some 
experience with heavier industries and motor vehicle construction before they branch out into military and security contracting. There are rumors that 
surveyors from the XRMVC have been investigating the site of the old Elysium Defense Foundry plant under Elysium Mons. 


For now, though, XRMVC produces a short range of stylish, cheap (in every sense of the word,) groundcars that run off methane- or hydrogen-burning 
engines, a cheap parody of the good life for people who will never, ever be able to afford the good life. 


XR Buzz 


“The Buzz is a fashionable, two-door sports coupé, the ideal mover 
for the mover on the go, with room for a friend and a spacious 
boot in the bonnet for all the things you need to bring with you. 
Buzz about town with an unrestricted view of the glittering towers, 
or have some fun on the highway with unparalleled agility and 
acceleration.” 


So says XR’s marketing blurb, anyway. The XR Buzz was the 
XRMVC’s first product, and it is fairly quick, in all honesty, and it 
can seat two, but that’s about the extent of the honesty involved in 
the marketing. 


The truth is that it’s a fragile two-door sports coupé with 
pretensions. It does look good, but under the exterior is thoroughly 
mundane, even somewhat slapdash engineering. 


The Buzz is a lemon, pure and simple. While it’s working well it 
runs well enough, but it tends to develop faults quite quickly - and 
of course, if you complain, or, heaven forbid, attempt to demand it 
be mended under warranty, XRMVC’s Als are quick to connect to the vehicle’s tell-all memory banks and point out one of the hundred or so things you 
did with your car which voided the warranty. Did you know that leaving your car unattended for greater than ten minutes in anything other than a 
secured parking garage voids the warranty? Or that manually operating the vehicle - at all - voids the warranty? Or that making any form of social media 
post which is in any way critical of the XRMVC in general, the Buzz in specific, or the Oaxaca-Maartens family, voids the warranty and grants the 
XRMVC legal authority to assume control of your social media profiles and make whatever adjustments they deem necessary for the assurance of 
brand integrity? 


The XR Buzz is not an offroad vehicle, despite the stout-looking, articulated-leg suspension. The legs and wheels are thoroughly basic, and the chassis 
is entirely unsuited to off-road use. [High (9,999)] 


Standard Equipment 

The XR Buzz rolls off the factory line with amenities, but little else - headlamps, pressurized cabin, life support for two standard biomorphs for forty- 
eight hours, climate control, a vehicular radar system, an Al running on a computer equivalent to an ecto, which is very naggy about syncing to your 
mesh inserts. 


XR Dash 

An ultralight body-shell combined with fast motors and a low-slung, 
aerodynamic shape combine to make the XR Dash’s performance 
actually somewhat live up to its hype. Billed as a supercar, the Dash is 
fast - damn fast, and on paved roads it handles well, too. 


Unfortunately, it combines classic supercar performance with classic 
supercar durability; there are Furies out there who are, completely naked, 
more resistant to damage than this car is, and can take more damage 
before going down. Crash this thing at anywhere near its top speed, and 
the whole thing will disintegrate into shrapnel, if not explode into a ball 
of fire. 


The XRMVC describes the Dash as a “thrilling, ultralight supercar for the 
performance enthusiast who accepts no compromise.” As with most 
XRMVC products, however, doing anything “thrilling” in a Dash voids the 
warranty. Thankfully, it isn’t quite as much of a lemon as other XRMVC 
vehicles, but for the pricetag this thing commands, you can get a /ot 


more and better car elsewhere. 


That said, it is fast, and if you have an abundance of pavement to play with, no fear of arrest, and good backup insurance, it can be helluv fun to get the 
ass-end kicked out going around a corner. [Expensive (24,999)] 


Standard Equipment 

The XR Dash is by far the most well-appointed XRMVC product, containing everything you'd expect from an actually-reputable groundcar company, 
including features such as powerful headlamps, a radio booster, vehicular radar system, life support for up to a week, a naggy vehicle Al and built-in 
computer. 


XR Marketplace 

The XR Marketplace is XR Motor Vehicle Company's first product 
for commercial purposes; a short, four-wheeled city bus with 
laughable aspirations to off-road capability courtesy of four fat 
tires. 


The Marketplace makes a decent shuttle-bus, but other than that 
is rather woeful, with its small passenger capacity (11 sitting, and 
however many feel like cramming in standing,) abysmal 
performance, and excessive fragility. 


For all that, it is unquestionably a good-looking vehicle, and a 
fantastic example of why form normally follows function, rather 
than the other way around. The wheels are either far too wide, or 
the body far too narrow, depending on who you ask, the amenities 
are about what you’d expect from a city bus built on a budget, and 
it is, generally speaking, kind of lackluster. 


The only practical use anyone has ever found for it is turning it 
into a rolling fuel-air explosive capable of levelling a city block, but 
thankfully that technical sumbitch is in cold storage now. 


[Expensive (34,999)] 


Standard Equipment 
The XR Marketplace comes with a pressurizable cabin but no airlock; life support for twelve for twenty-four hours, climate control, headlamps, radio 
booster, radar, and a vehicle Al. 


XR Trend 


The XR Trend is described as a “Compact Sport-Utility Vehicle with style.” It 
does, indeed, deliver exactly that, if you look at it. Its doors are rather 
impressively unique swing-up circular hatches, the top of the chassis a sun- 
roof, and it has something approximating springs. 


It's not an entirely terrible vehicle, with two doors, two rows of seats and a 
modest boot actually capable of holding some cargo. The Trend is notable 
for having quite a bit of legroom in both rows of seats and good creature 
comforts. 


Unfortunately, like the Buzz, it’s cheap. The Trend is a garage queen, and it’s 
rare that a month of regular operation goes by without it developing a fault, 
usually annoying and sometimes terrifying. There are suggestions that the 
Trend is a stopgap vehicle, planned to be obsolete in short order in favor of 
something else, and that would explain its provenance quite nicely. 
[Expensive (12,999)] 


Standard Equipment 


The XR Trend is equipped with powerful headlamps, a radio booster, vehicular radar system, life support for up to a week, a naggy vehicle Al and built- 
in computer. 


XR Fleet 
The first of XRMVC’s vehicles to be offered with a factory variant, the XR Fleet is an 
upgraded version of the XR Trend, designed for use as a taxicab. 


The XR Fleet comes with a strong bumper, a shock system for disabling unruly 
passengers or would-be hijackers, 360° camera coverage (inside and out,) a LIDAR 
navigation system, reinforced structure (+10 DUR/+2 WT), a holoprojector, sound 
system, and a chemical sniffer. 


More impressively, however, is that the lemony nature of the Trend has been done 
away with, leading many who have a brain in their head to speculate that XRMVC is 
foisting cheap crap off on individual purchasers that they know fleet buyers (such 
as taxicab companies,) won't put up with. These allegations are strongly supported 
by evidence; examining the same components from an XR Trend and an XR Fleet 
demonstrates that the parts from the Trend, although theoretically the same part 
and factually interchangable, have been manufactured to a much, much lower 
standard of quality, and are far more prone to faults. [Expensive (24,999)] 
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